Abstract Reconstruction of virtual space has become very important in various applications. Computer graphics methods based on geometric models have been studied for this purpose. To obtain more natural representation, this paper proposes a new method which represents and handles 3-D objects using the concept of "ray space." Ray space is a space that stores the rays reflected by 3-D objects. Handling objects in real space is equivalent to getting a sliced image with an appropriate plane in the ray space.
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Relation between Real Space and Ray Space.
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Acquisition of Ray Space. , .
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Reconstruction of Images from Ray Space.
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Reading Pixels : vertical.
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Result:cube (back and forth + rotation).
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Result:Handling of two Objects.
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Two dogs intersected each other.
